Character ean is 
Identity: ICT TLIC sp 


Light [0] Serious [-1] | sve 


+ i {| | | fe | ff 
Combat Mortal:3 [-6] Mortal:4 [-7] | spp 


Sense 


sP 


ES 


olfact. 
Reaction B--8 sp 


Total (RT) 
ote Stun Save Death Save Eig 


Initiative (Cool) 
n Stressed 
This Round (3 Cl -2 AW is mie 


(RT + 1D10) 
Px 
Cracked Head: Torso: R. Arm L. Arm R. Le L. Let 
iene isc x0 Poder pontetemed 2 = (ioe: (coe ME eas (A Figg 
| Modifier (BTM) Per Day 


AX 


Tactile 


Skill Plus Skill Skill Plus Skill Skill Plus Skill Skill Plus Skill Skill Plus Skill 


¢ SPECIAL ABILITY: uw. stat 1p. INTELLIGENCE: Lv. stat Lp. REFLEX: Lvl. stat 1p. TECHNICAL: Lv. stat 1p. TECHNICAL CONT.: iv stat 1p. 
Accounting Acrobatics | Med - First Aid 
Awareness/Notice Athletics Med - Pharma. 


a 
Bureaucracy Dance : | Med - Surgery 
Dodge/Escape Mix/Edit 


Business Sense 
Drive Powered Armor 


Composition 
ATTRACTIVENESS: Corporate Policy Photography/Film 
|_| Pick Pocket 


Personal Grooming 
Wardrobe & Style |_| Education/Gen.Know. 


BODY: Evade/Track 
Climbing 
Fitness Expert: 
Strength Feat 
Swimming 


Hvy Machinery 
Motorcycle 
Pick Pocket 
Pilot: Aerodyne Cyberdeck Design Security Tech 
Pilot: Dirigible |_| Cyber Tech | | Trap Engineering 
Pilot: Fixed Wing Demolitions Weaponsmith 


Gardening/Farming 


Endurance | ti History 


Interrogation Language: 


Underwater Maneuver 


Combat Actions 


. Skill Plus Plus Skill SKILL Quick Norm Full 
REFLEX: COMBAT Lvl. Stat Mods IP. +RT (+5) (= 10) (= 15) 


Oratory Language: 
Resist Torture/Drugs | | | | Library Search 
Streetwise || || Navigation 
EMPATHY: Programming 
Acting 

Animal Handling 
Human Perception 
Interview 
Leadership 
Perform 
Persuasion/FastTalk 
Seduction 

Social 


Brawl/Melee: 

Mrtl Art: 

Mrtl Art: 

Mrtl Art: 

Weapon: 

Weapon: Archery 
Weapon: Handgun 
Weapon: Hvy.Wpn 
Weapon: Rifle 
Weapon: AutoWpn 


| | | 
| | 
ne 
| || 
alsa 
eal 
FE 
eae 
Intimidate || | Language: | | | Zero-G Maneuver 
a 
| | 
FE 
ee 
aS 


Skill + RT + (5,10,15) = Combat Actions (CA) Per Round i : 
Hand To Hand Combat Throw Distance: 


Maneuver: Strike Punch Kick Disarm Sweep Block Dodge Grapple &scape Hold Choke Throw Ram 


co eRe ee Bee PERS eee 
Ce ee ee ee 
oe ee eB ee ee 
Eis ee eee sass aa a] es 


Weapons fl Range Type WA Conc. Avail. Damage # Shots ROF Rel. Ammo Carried ql 


fe a ed ee = he i il = 
Notes: 


ee _____wi_wi_i2édws a_i ei Ls 
[Notes 
pe I eT 
ee 
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Psychological: 


Kilt: 


Physical: 


Height JE Weicht I cues: Sa 


D.O.B.: 


Empathy: 


Traits: 


Ethnicity: 


Language(s): 


Valued Person: 


Affectations: 


Clothing: 


Value Most: 


Description: 


Hate Most: 


Feel About Others: 


Lifepath / Synopsis: 


Image / Sketch: 


Cyberpsychoses 
| Alienation |__| 
| a 


| 
i 
Obsession|{ | 
| 

Paranoia [| | 


Family Background: 


Social Class: 


Employment: 


Position: 


Parents: 


Perks: 


Siblings: 


Contact W/ Family: 


Medical Coverage: 
Trauma Team: 


Combat Extraction: 


Family Background: 


Medical Insurance: 


Weapon License(s): 


Childhood: 


Handgun: 


Rifle: 


Autoweapons: 


Childhood Trauma: 


Melee / Bow: 
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Concealed Carry: 


nterrupt Design 


Cybernetics vipment 


Cyber: Optics - Audio - Vocal - Head Cost HL J Equipment: Carried On Person 


Description: Location: WT. Description: Location: WT. 


Cyber: Body 


Equipment: Carried In Case or Bag 


Type: ee sp: 7 


Description: Location: T. Description: Location: 


Cyber: Arms Cost HL 


Equipment: Stored At Location 


Description: Location: : Description: Location: 


Cyber: Legs Cost HL 


Vehicles: LT.: Comm.: Residence(s): 
A — er — i — ee — | 
Top Speed: Acc/Decc: Maneuver: u: Cc : BE vu ‘i cpu: Location: Type: 


Crew: Passengers: Cargo: Options: Size: Monthly Cost: 
SP: SDP: Mass: Notes: 
Range: Type: Cost: 
g Hideout: nas ered Security: | 
Top Speed: Acc/Decc: Maneuver: Location: Type: 
Crew: Passengers: Cargo: Size: Monthly Cost: 
SP: SDP: Mass: Notes: 
Range: Type: Cost: 
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Resources + Contacts (Dis)Advantages + Armor 


ie 
fe) 
2 
Q 
a) 
Q 
nv 


Finances: ° Cost and 


sank: Nem | Name: Capability: Loyalty: Availability: Access/Influence: CP Payment: 
Balance: res Cea Gey eed (ees (ee) 


Balance: 


Alternate 1.D.(s): 


£xpanded Location Chart: 


D: a es ee ee ee eee 


| — R/L Eye sp R/L Cheek sP Nose / Mouth / sp R/L Ear / sp 
ea Skull Back of — spp Back of — SDP Back of — SDP Base of — spp Back of — SDP 


SDP 


BE t010: Neck Chest / Upper Back Sternum / Spine Ribs Stomach / Lower Back Groin / Rear 


ae vm Shoulder Upper Arm Elbow Forearm Wrist Hand 


ae -. Arm: Shoulder Upper Arm Elbow Forearm Wrist Hand 
= eS = = = = = 

ae Leg: Thigh Knee Calf / Shin Ankle Foot 
eS = = = = = 

ae -. Leg: Thigh Knee Calf / Shin Ankle Foot 
ee = Li — ele Ee oe i 


Advantages / Benefits: 


Description: 
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